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You use flesh to prolong your life. 
During the day, you work as a doctor 
and study occult alchemy formulas; at 
night, you raid tombs and desecrate 
crypts to procure the body parts for 
your god complex. Optimizing the body 
has a completely different meaning for 
you. By creating life from the dead, you 
have angered the Reaper. Death is now 
looking for you. 
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Bubbling blue — gives dark visions, 
2-in-6-chance to glimpse the future. 


Dry and bitter — relieves pain, 
heals p4 HP and grows fungus on 
your feet. 


Blood red — poison, works only 
when the victim tells a lie. 


Sickly green — walk soundlessly for 
p20 minutes. 


Liquefied earwax of a troll — hear 
all sounds from adjacent rooms. 


Greasy and full of meat chunks — 
replaces p4+4 rations. 


Radiant purple — contact Cube 
Violet, disappear for pé minutes. 


Clear orange — resist fire for n4+2 
rounds. 
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Fine motor skills, roll 3p6+2 for acILity. 
Wise, roll 3p6+1 for presENcE. Weak and 
sickly, roll 3p6-1 for srRENGTH and 
TouGHNESS. Roll a p4 on the weapons table 
and a p2 on the armor table. Your studies 
allow you to brew an alchemical 
concoction daily (p2 uses) and have 
cursed you with one of the following (p6): 


o1. EYE IN A BAG 

You carry a third eye, through which 
you can see. Leave it somewhere or roll 
it around a corner. 


oz. ARM ON THE CHEST 

You have a third arm implanted in your 
chest. It doesn't play well with your 
body, but it allows you to make a 
second attack per round (pr14). 


03. FLEXIBLE SPINE 
You can stretch to twice your size. 


04. SCARRY SKIN 

Your experiments have left deep marks 
on your flesh. Your scars function as 
light armor (—p2). 


05. FRESH FLESH 

If you find a fresh body part, you can 
spend half a day attaching it to your 
body; increase maximum HP by p8 
(instead of p6) the next time you get 
better. 


06. CLEAN CUT 
Once per session, ignore all damage 
from a single attack. After the fight, 
narrate how you cut off a limb, sew it 
up, replace it... 


